node, and D is the number of drawing moves. Provided that at least one node in the tree has a score of -1, even if due only to the opponent's blunder, a search of the resulting 7-ply tree will provide a greater practical chance of success against an imperfect opponent than will selecting a drawing root move at random.
CORRECTING GRANDMASTERS' ANALYSES IN ELEMENTARY ENDGAMES
The position of Diagram 3 is one of exactly two positions (ignoring symmetries) in which it takes a maximum of 27 moves to capture the Knight. (The other one is Ka4, Ra8 -Ka2, Nd7.) An optimal variation is presented below.
